2 iene, 
ices. 


Time signature menu, 
eantains pre-selected values. 


Currently selected voice, can ™ 
be changed fram the menu. 


Current time signature, can = 
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Wiain music display, all 
song info is shown here. 


be changed from the menu. 


Transpese, move all 
notes up or down one 
semitone. « 


Tempo, speed up or 
slow down your song. * 
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Note bar, choose 
notes from here for 
your song. 
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All members of the TACC 
committee would like to thank each 
one of you, who attended the very 
successful March meeting of the 
club. It gave a great indication to 
the committee, that all you 
members that were there are still 
very interested in your club and 
obviously you approved of the new 
system of scheduling meeting 
demonstrations well in advance 
and we obviously covered a topic 
you are clearly interested in. 


But, the survey form sent out last 
month, that we requested you ALL 
return with your comments on both 
the club and the newsletter was 
VERY poorly returned with only 
ONE of eighteen issues of Mouse 
Movements that were printed being 
returned. 


lt is very important that you all take 
five minutes to fill the form in and 
return it to the club, via post or 
personal delivery at the next 
meeting, for two reasons. 


1. Kelvin has explicitly stated, that 
unless he receives adequate 
feedback on what your current uses 
and areas you would like to know 
more on are, then he will consider 
resigning from the position of 
Editor, due to “lack of interest” 
unless you ALL return your 
survey form. | can appreciate his 
position as trying to write a 
newsletter for people he knows 
nothing about can be incredibly 
difficult, especially if he found out 
that the articles being submitted 
were not being read, because 


nobody could relate to them. If 
very few people return the form, 
then we may find ourselves 
without an editor! Grab the March 
Mouse Movements and fill in the 
form inside the back page now 
and keep Kelvin happy! 


2. This information is vital for 
planning demonstrations at club 
meetings, as we may find we are 
scheduling meeting topics that 
nobody is interested in seeing. 


Now stepping away from purely 
administrative issue, | would like to 
discuss the next meeting. Lyall 
McDermott, whom | personally 
would like to thank for an excellent 
display at the March meeting's 
Internet E-mail demonstration, will 
again be taking the stand and 
covering an area that is the most 
significant topic for his computing 
activities, that is MIDI and Music 
Sequencing. Not only will Lyall 
demonstrate the excellent Notator 
SL, but also programs for those us 
with more limited aspirations and 
budgets, such as the impressive 
Quartet sample sequencer, the 
excellent shareware MIDI 
sequencer, Alchmie Jr and possibly 
some of the other packages floating 
around in the public domain. In 
addition we may even be able to 
show Notator Logic, the big brother 
of Notator SL, at the meeting. We 
shall hopefully have more than just 
the sequencing side of the equation 
to show also. Topics such as 
merging audio tracks with video 
footage may also be covered. It 
should make for a very interesting 
meeting. So please come along. 


Further TOS compatible computers 
are under development, this time 
Wizztronics in the USA have come 
to the party and have announced 


work has begun on an affordable, 
but considerably more powerful 
Falcon compatible computer. The 
design is still in its infancy, but a 
rough specification has been 
released. It states the machine will 
feature a PC sized motherboard, 
68030/040/060 processor options, 
a Falcon compatible sound system, 
a modified version of TOS 4.0x. The 
ability to use hundreds of 
megabytes of RAM, IDE and SCSI 
interfaces, and PCI expansion slots. 
With the Wizztronics “Faicon 
clone”, MCS Hades & Medusa, 
Milan, Evolution and Phenix 
040/060 (the latter two in late 
stages of development), it is 
obvious there is still a strong 
market for TOS compatible 
computers, otherwise why would so 
many companies be manufacturing 
computers? Apple are now the only 
company producing Macintoshes 
(thanks to Apple's ridiculous 
decision to buy back all clone 
manufacturers licenses from IBM, 
Motorola, Power Computing and 
Umax to protect its continually 
diminishing market share), due to 
an apparant lack of direction which 
sees it going back to the olden 
days to try and survive. 


Why did they do it? Apple simply 
could not compete with their 
competition, the clone 
manufacturers were making 
considerably higher performance 
computers at much lower prices, 
which saw Apple lose a mass of 
sales, but in my opinion protecting 
their sales in such a archaic 
manner will only result in more 
people giving up on the Mac. As 
Apple are famous for being 
overpriced, under performing and 
being late to the market! Recent 
tests have shown that a MCS 
Hades 060 running Cubase Audio 
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performs considerably better than 
Cubase Audio on the latest G2 
Macintosh (which is in turn 


apparently better than the Windows 


version). The program runs faster 
and the quality of recording is 
better, so why bother with inferior, 
and definitely more expensive 


196398? Bytes in 98 Objects 


Proposed 1998 Tasmanian 
Atari Computer Club 
Meeting Dates 


Meetings will continue to be 
held on the first Tuesday of 
the month EXCEPT January! 


April 


594 May 
2nd June 
7h July 
4" August 


18 September 
6" October 

3'¢ November 
December 


It has come to light that not one, 
but two, new e-mail clients are 
getting close to being available! 
The packages are called aMail 
(from the authors of the excellent 
aFTP program, which has also 
received an imminent update to 
version 1.46) and Infitra. The later 
having a complete new set of 
window library to give it special 
multiple window properties like 
CAB's Frame windows. Read this 
month's on-line action for more 
information. 


The Twist 2 database is now 
available from Fujination. It is an 
excellent relational database that 
supports SpeedoGDOS/NVDI font 


systems. It supports forms, reports 
and sorting, as well as allowing the 
user to easily export data to your 
favourite applications (which could 
include your word processor, such 
as Papyrus, or your spreadsheet, 
such as Texel) using the GEM 
clipboard or file export features. 
Packed full of features, Twist 2 is a 
database that will satisfy all your 
needs. Enquire for further details. 


HD Driver 7.13 is now available 
from Fujination, and is $75 fora 
new package, $45 for an upgrade 
from HD Driver 6 or only $12.50 for 
users of 7.xx. The latter only 
requires your original disk to be 
returned and updated or the 
upgrade may be sent to you via 
e-mail, this price is all inclusive 
irrespective of whether it is posted 
or e-mailed. The packages new 
features since 7.12 are support for 
formatting password protected 
ZIP/JAZ disks, even if you have 
forgotten the password, and 
corrections and optimisations with 
the HD Driver's new Generic SCSI 
Device Driver. 


The Infopedia 2.0 (97 edition) 
CD-ROM for the Atari is due in 
stock by the next meeting, it is an 
upgraded version of the 
encyclopaedia that was previously 
described! The Atari drivers are 
functional, but some things are not 
fully implemented for the 97 
version, but all purchases will 
receive a FREE update to the 
complete version of the driver as 
soon as Homa Systems House 
complete them. The developer is 
currently putting the final touches 
on the latest version of the Scan X 
package, which will now work with 
ALL the new models of Microtek 
scanners, including the inexpensive 
V300, so that the complete range of 
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current model Microtek scanners 
are usable, as well as a new version 
for the Umax Vista scanners. 
Combined these two brands make 
up majority of the small office and 
home user market. 


Stocks of the Best Electronic's 
Catalogue Revision 10 are soon to 
arrive and with over 5 years of work 
going into it, there should be heaps 
of reference and product material 
for all users. Not only is it a product 
catalogue, but it has full data and 
reference sections with hints and 
tips for Atari users of ALL models of 
Atari, not just the ST! Look out for 
more information next month. 


| have just purchased the Scooter 
PCB, electronic design package, 
for drawing circuit board designs 
and will be able to show that at the 
meeting on CAD/CAM later in the 
year, it certainly appears to be a 
good package from the slightly 
earlier demo version that | have 
been using. 


As you can see there is plenty 
happening in your Atari world and 
this is just a selected sample of 
things that have been happening 
on the platform. 


Anthony Green 
President 


News Update! 
Fujination has now got stocks of 
the excellent INFOPEDIA CD-ROM 
in stock for only $75 including the 
Atari CD Master Drivers for access 
the text and associate sound bites, 
video and pictures. See a full 
demonstration at the May meeting! 
Look at 

http://www. intelitec.com.au/fujination/ for 
the latest releases! 
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A brief word 
from the Ed. 


Well, there certainly seems to be 
quite a lot going on this month, 
especially from On Line Action, | 
am almost tempted to get an 
Internet account myself, and 
certainly the new Atari Clones show 
a lot of promise, It will be interesting 
to see how things develop in the 
not too distant future. 


Speaking of new computers, | have 
just acquired Sasha's Mega STE. | 
was thinking of getting a Mega STE 
mother board like Anthony got, he 
got one from Toad for about $150, | 
think that was $80 for the board, 
and the rest was postage, he is still 
in the process of building his up at 
the moment, so it will be interesting 
to se how he goes with it. 


Apparently you can get a memory 
board, | believe it comes from 
Germany, and it takes at least an 8 
meg 72 pin simm which from what | 
can make out are pretty standard, 
as well as the 4 meg already 
installed, but Anthony thinks you 
may be able to install more memory 
than this, so he's going to find out 
the full details for me. 


At least this solves my memory 
problem with the STE. the Mega 
also has a 16Mhz processor, and 
two fast modem ports, as well as a 
high density floppy drive. For all 
intentional purposes, this makes it 
as fast as the Falcon for common 
every day functions, where the DSP 
chip is not used. The Mega also 
comes with a hard drive, and host 
adapter, but the hard drive was 
missing out of the one Sasha sold 
me, not that this worries me, as | 
already have one, but the Mega is 


certainly a cheap alternative to the 
Falcon, provided you don't want the 
higher resolution colour, and if you 
want this, it will cost somewhere in 
the vicinity of another $500 for a 
VME graphics card. Also the Pak 
board fits into the Mega case, 
which it won't do on the STE, | 
would have had to get a tower case 
or similar, and a keyboard. The 
memory board, | mentioned earlier 
costs roughly $300 populated. 


| have not had a chance to use it 
with my hard drive yet, as Anthony 
borrowed the host adaptor out of it, 
and Sasha is going to install this for 
me, so | will probably be able to tell 
you more about it next month. If 
anybody is interested in a Mega 
STE., see Anthony and ask him if 
Toad still have any more mother 
boards left. 


| still have Steve's Falcon (on loan), 
but one of the disadvantages | 
found with the Falcon was that 
when loading images into Papyrus, 
especially true colour, it has to 
bring the image down to 256 
colours, and resize them, which 
takes longer than it takes the ST 
even with it's slower processor to 
load images in mono, but | believe 
that this can be corrected with a 
Nemisis accelerator board. 
Papyrus needs a resolution of 640 
by 400, and in this resolution on a 
standard Falcon, you only have 256 
colours, but with the Nemisis 
board, you wilt be able to have true 
colour, which woutd save all the 
re-mapping, but then there is still 
the resizing, but hopefully the extra 
speed from the Nemisis board will 
remedy this. 


| have found that even the 256 
colour images that Anthony gives 
me for the newsletter, take longer to 
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load in Papyrus in colour on the 
Falcon, than they take to load in on 
the STE in mono. Personally | 
reckon colour is a real pain in the 
posterior unless you have 
something pretty powerful, with at 
least an 040 processor to move it, 
certainly for doing DTP work at any 
rate. 


One nice thing about the Falcon 
though is that you can get the 
68040 based Afterburner board, 
which allows you to put in buckets 
of memory, and of course gives you 
a shattering speed increase, but 
this would put the price tag 
somewhere in the vicinity of a 
Hades 040, that's with a second 
hand Falcon. 


For straight image processing, the 
Falcon isn't too bad, t found that it 
took 7 seconds to load each 256 
colour JPEG into a slide show in 
Image Copy, and 17 seconds to 
load a true colour high resolution 
JPEG, which is about 6 times 
bigger than a 640 by 480 screen, 
into the same slide show,that's 
using the JPEG decoder. which 
isn't too bad, you usually set them 
for about 10 second intervals 
anyway, | haven't yet tried loading 
other formats, but | might comment 
more on this next month. 


I think this information is good to 
know, as it helps you in accessing 
your needs, and what you are 
going to get when and if you ever 
buy a Falcon. 


Kelvin Fyfe 
Editor 


On-line Action! 


As usual there have been many 
developments on the Atari Internet 
software scene and things show no 
sign of slowing down at this point in 
time. To find out the latest read 
on... 


Fitename = 


Current. 
Total 


61000bps (which is fractionally 
under twice the speed ofa 
33.6kbps and slightly faster than a 
57.6kbps modem) from a 16MHz 
Mega ST running CAB 2.5 + 
CAB.OVL 1.2805 to access 
pages/files on a 16MHz Falcon 
running SHTTPD 2.2. Although., the 
author says he could release it 
now, he has stated 
that he first wants to 
squeeze even more 
speed from the 
module before a 
public release is 
made. 


Figure 1 - aFTP 1.4b is now available and is now more feature 
packed and stable than ever before. It is considerably better 


than the FTP features found in Newsie! 


STinG's TCP module has been 
updated to version 1.14 and has 
slightly improved functionality as 
well as fixing a minor bug that crept 
in, in the previous beta version. 
Ronald Andersson's Masquerade 
module for STinG has also been 
updated to improve its use with 
certain client programs that had 
difficulties operating on a LAN 
through to the “real” Internet. 


Still on the subject of STinG, 
Ronald Andersson has distributed 
the first beta version of his new 
STinG module Centronics PLIP, 
which achieves on the 
centronics/parallel port what SLIP 
does on the serial port. SLIP is the 
serial communications protocol for 
serial ports and PLIP is a parallel 
communications protocol, meaning 
that instead of one piece of 
information being transmitted in a 
single data packet as is the case for 
a serial/modem port, eight pieces 
of data can be transmitted ina 
single packet on a standard ST 
centronics/parallel/printer port. The 
cable costs next to nothing to make 
and transfer speeds averaging 


oO  fh/var/tap 


CAB.OVL 1.2901 is 

now available and 
fixes a few minor problems with the 
previous version (1.2900) and adds 
further functionality to CAB's on-line 
abilities. 


aFTP 1.4b, see figures 1 and 2, is 
now available for both MiNTNet and 
STiK/STinG and contains several 
important bug fixes, optimization 


A link2TesT 


11286272 bytes in 2? file(s} 
XQ 


‘A apache 


dale 


Figure 2 - aFTP 1.4b has support for 
BubbleGEM as shown above and is 
becoming even more colourful. 
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and introduces many more 
features. As a result of this, aFTP is 
now a considerably better FTP 
client than ail other packages and 
is destined to be the leading FTP 
client for TOS compatible 
computers. The Hotlist can now 
handle up to 50 items and has 
been reprogrammed so that the list 
is ASCII editable. A number of new 
menu entries are now available 
including “reverse” and “dirs on 
top” in the SORT pop-up. Support 
for Start Me Up! 7.01's DHST 
protocol, that makes all the servers 
you connect to appear in the 
pop-up menu “Documents’ in Start 
Me Up! The UFSL (Ultimate 
FileSeLector) protocol and 
BubbleGEM are now supported. 
Also, aFTP's recursive sending, 
receiving and directory operations 
have been greatly improved. Many 
bugs have been fixed, including a 
GDOS bug and a “Path” dialogue 
bug. 


Newsie 0.88 is soon to be released 
to the general public and 0.90 is 
about to start beta testing, more 
news on the latest features in 
Newsie next month. 


As mentioned in The Presidential 
Address, e-mail clients for 
STiK/STinG are set to take yet 
another massive leap forward, with 


= 


Taf itt: Ba iinend 
ite Edit fMsilbox Mail Options 


the release of two completely 
new packages set to occur 


during the coming months. At 
the moment | can really only 
comment on one of these 
packages, as it is the only one 
that is currently being beta 
tested, so I shall discuss it 

first. Remember some time 
ago, | covered a client/server 
package called Infitra? Well, 
this package has now been 
split into separate client and 
server programs. The server 
package is still some way from 
completion, however the client 
package is really shaping up to 
offer Newsie and MyMail a really 
stiff challenge. The amazing thing 
about this package is that there 
may have been more work involved 
in his excellent new GEM graphics 
library, than in the e-mail client 
itself. Take a look at the sample 
screen shot to see what | mean. In 
a similar way that CAB 2 introduced 
special GEM routines to handle 
FRAMES on WWW pages, Infitra 
has taken a similar approach that 
has multiple windows within a 
window, refer to figure 3. Infitra, 
unlike MyMail, shall run on both 
colour and mono systems, so that 
ST owners do not have to miss out. 
Currently all the send, receive and 
retrieval management options 
{including multiple mailboxes!) 
have 
been 
complet 


Infitra 
Version: 6.12b from 68 Mar 1998 
Author: Eabe Kuik 
Comments & bugreports to: 
<merciful@worldaccess.nl> 


ed, but 
| some 
things 
| like an 
Address 
Book, 
Mailing 


Lists 


Figure 3 - Infitra 0.12b is an e-mail client with class and looks like it will 
make some serious waves in the STIK e-mail client arena! 


and file 
attachments 


Re: ATACKovo e-mail adresa jena <smrt 1 
<-> $T (paralel) 


Jadresa jena <smrt 18 Feb 
(paralel) 19 Feb 1998 0 
23 Feb 1998 15:2: 18: 


ba 
fa 


Figure 4 - aMail is soon to be released to an 
unsuspecting public and this picture certainly 
makes it look impressive. 


are still to be added. Infitra 0.12b is 
written in 100% assembler (making 
it very fast, but the development 
time is somewhat longer) and is an 
OLGA client, meaning that under 
multitasking operating systems, 
such as MagiC and MultiTOS, Infitra 
can send data to other programs 
for processing and then receive the 
data back when the task has been 
completed. Additionally, if the main 
window is resized both the child 
windows within it are automatically 
resized too. In my opinion, it is 
highly likely that MyMail and Infitra 
will be slogging it out for the e-mail 
client mantel. 


However, | may be speaking too 
soon in awarding the crown, as the 
Atack Brothers, responsible for the 
excellent aFTP program, are close 
to releasing another e-mail client 
that may well be better than both 
MyMail and Infitra. Called aMail the 
program will no doubt be packed 
full of features and have a quality 
graphic user interface, refer to 
figure 4. Since no beta versions of 
the program are available at the 
time of writing, | really cannot say 
much more, but | think the jury shall 
still be out on which is the best 
e-mail client until we see the Atack 
Brothers latest production. 


As mentioned earlier, Infitra no 


pe a a SS 
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longer contains a server package, 
as this has been removed and will 
be further developed and released 
as a separate package once a fully 
functional version of Infitra is 
available. So stay tuned for the 
latest news on this one! 


POPwatch 2.50 is now being beta 
tested and has several new 
features. A new statistics window 
that displays how many e-mails 
have been sent, received, rejected 
and killed, it also shows the size of 
the History file by the number of 
message-id entries. The writing and 
checking of the History file is now 
available to be disabled if desired 
within the General Preferences. 


When sending e-mails from 
Newsie, the signature is now 
not prefixed with '--'. No longer 
hands when sending e-mail 
from Newsie and appending a 
signature file that does not end 
in a GRLF. If POPwatch tries to 
automatically check for new 


Figure 5 - Manoeuvre for GEM is the first network 
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give IRC (Internet Relay Chat) fans 
the following new features, banning 
and unbanning of a user from the 
channel, kick a user off a channel 
and then banning them from 
rejoining the channel. Chat files are 
now accepted as parameters from 
the Desktop. The file selector can 
now be used to set the “browser 
name:” and the “external sound 
player:”. A new help system using 
ST-Guide via the VA_START 
protocol is available. STinG should 
now work better with the DCC 
mode. The program is a bit faster 
and has cleaner memory handling. 


Now for something completely 
different. You might think that 


Bbovt Baoovcere: : one 


mail, but finds that itis already game for STiK/STinG. 


connected to the POPS server, then 
it chimes the system bell as a 
warning because automatic 
checking can only occur when 
POPwatch is not connected to the 
POPS server. The Verbose window 
now has an icon when Iconified. 


Telstar 1.0 has been release by 
Peter Rottengatter and has the 
following new features. An 
automatic window close is 
performed on termination of a 
Teinet session. The new Flickerfixer 
gets rid of cursor line flicker when 
typing and the resolve action is 
carried out by a parallel process 
now, thus Telstar is now a fully 
non-blocking client. 


AtarlRC 0.82 is now available and 


everything covered in this column 
relates to Internet clients and 
servers, but if you think so, you 
would be wrong. Client and server 
packages do not just appear, a lot 
of development work goes into 
them and it makes sense that 
developers create tools to make the 
process of writing client and server 
programs as easy as possible. This 
month one of the STinG Developers 
released their special STinG 
compatible version of MON-ST (the 
Devpac debugger) to the public, 
that allows STinG clients to be 
debugged with STinG resident (this 
previously crashed the machine). 
There are even special versions for 
68000 and 68030 machines! All 
developers should get their hands 
on a copy of this. 


Finally, Mario Becroft, a long time 
Atari owner from New Zealand, has 
released the first STIK/STinG only 
network game! Called Manoeuvre 
for GEM, version 0.3.5, it is a small 
strategy game for two players and 
you can play locally on the same 
machine or via a network (such as 
the Internet, or a LAN), refer to 
figure 5. The game is played ona 
grid of 8 by 8 points. Each player 
has three units, each of which can 
be positioned on any one of the 
grid points. Only one unit can 
occupy a grid point at a time, anda 
unit may not occupy more than one 
grid point at a time. 


The three units that each player 
has are acircle, aspade anda 
hear.? The spade is the most 
important unit, since when your 
spade is destroyed, you lose the 
game. Therefore the object of the 
game is to destroy your 
opponent's spade. 


One team is green and the other 
red, each game consists of a series 
of turns. During each turn , both 
players enter orders for their units. 
Orders may be movement or attack 
orders and each unit can accept up 
to five orders at a time. Once all 
orders are submitted the pieces 
carry out the orders and another 
turn begins. The latest news can be 
found on web at 

http://www. pl.net/~mario/. Check it 
out! 


As you can see a lot has happened 
over the last month and you can 
expect to see more next month. 


Anthony Green 
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TOS News Bulletin 


Hannover, Germany 

CeBiT 98, the world's largest 
consumer electronics and 
computing fair held annually in 
Hannover, was on again from the 
19th to the 25th March and 
attended by many of the larger Atari 
firms. Over 7000 firms from around 
the world set up for this years fair, 
the largest ever! 


Frankfurt, Germany 

The Frankfurt Music Fair, held from 
the 11th to the 15th of March, one 
of Germany's largest music industry 
fairs, was used by SoundPool, 
developers of MIDI and hard disk 
recording solutions for Atari 
computers, and the newly formed 
Milan GmbH, not surprisingly the 
manufacturer of the all new Milan 
TOS compatible computer, put on a 
combined effort to promote their 
new products. They attended the 
fair with operational Milan systems, 
promotional material, pricing 
information, etc. for both 
companies product lines. 
According to jouralists that 
attended the show, the response 
was overwhelming. The 
international specialist music press 
had the following to say on the 
Milan “finally there is some 
equipment that offers precision 
timing and operating system 
stability” (comparing with existing 
PC and Mac systems) and the 
general press called it an innovative 
computer with friendly operation, 
that should certainly be supported. 
A satellite television station called 
3-Sat showed active interest in 
demonstrating the product in a new 
computer television program and a 
PC software firm has registered as 
a developer, to port its range of 


products to the Milan (which will 
almost certainly mean it will run on 
the Hades also)! Everyone is now 
waiting in suspense for the Atari 
Fair in Neuss, being held on the 4th 
and 5th of April for the official 
launch of Milan computer, which 
will be available immediately 
thereafter. 


A distribution network for the Milan 
has been established in Germany, 
including over 20 retail outlets 
across the country. Following the 
German launch, Milan computers 
will begin to ship to France, 
Holland, England and Italy. Dealers 
in other countries will be appointed 
later. 


The Milan specifications are as 
follows, 4 PCI and 3 ISA expansion 
slots, MC68040 CPU, 4 x 72 pin 
EDO SIMM slots (for up to 512Mb), 
2 x 2 IDE Ports, serial and parallel 
ports, PC keyboard connector, 
Flash-RAM to allow software only 
operating system updates (very 
easy to use!), battery back clock. 
The software side of the machine 
consists of TOS 4.x (smaller and 
faster than the original), a 
multitasking Milan-Multi-OS, which 
is amodern multitasking operating 
system with a modern 3D look and 
alternative Desktop full of new 
functions. A telecommunications 
package for terminal, FAX and 
German BTX stock exchange 
system access. A special version of 
Papyrus, callled PAPYRUS-HOME 
with an on-line help system and a 
range of accessory programs and 
utilities. A SCSI card for the Milan is 
due to be released in May 1998. 


A basic Milan system with 8Mb 72 
pin EDO RAM, 435Mb HDD, 
keyboard, mouse, 2Mb s3 Trio V64 
PCI graphics card and all the 


Even more TOS compatible computing 
options are now available at an even more 
affordable price! 


software mentioned above will cost 
only DM1499.- (inclusive of 15% 
sales tax), so in Australia a system 
would cost about A$1500 inclusive 
of sales tax and landed in Australia, 
and about A$1850 including a 
reasonable monitor. 


Kiet, Germany 

The well known raytracing and 
object modelling program “Neon 
Grafix” from the Hause 
Team/Compo is available again, 
after almost two years of 
unavailability due to the collapse of 
Compo. The new price is only 
DM149.- and is available on 
CD-ROM or several floppy disks. 
There are versions for both the TT 
and the Falcon. Neon will soon be 
available for the Hades/Milan and 
other TOS compatible computers. 
“Neon Grafix” is reportedly far 
better than any other graphics 
program for the Atari, including 
Apex Media. 


Hobart, Australia 
Fujination is please to announce 


a a i ee ee ee ee ee ee 
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the following updates. Power Up+ 
is now available for A$30 + $5 P&H 
and the original Power Up is now 
available for only A$20. The new 
version has many enhancements 
and should impress existing users 
as they can upgrade for free with 
the upgrade kit on the BBS! 
Running has also been upgraded 
to work with the Nemesis board 
properly and the game may now be 
played with the mouse! The 
upgrade is free to existing owners. 
Blouma's Adventure from Empty 
Head is soon to be released, so 
watch this space! 


New York, USA 

Wizztronics have announced that 
they are well under way with the 
designs of their new super Falcon 
clone computer and hope to have 
a working prototype (for 
demonstration) by July/August 
1998, here are the preliminary 
specifications: A 68030 CPU at 
50MHz (with socket for a SOMHz 
68882 FPU) upgradable to a 66MHz 
68060, 32 bit system bus, sockets 
for 4x 72 pin EDO SIMM's or 2 x 
168 pin SDRAM (the latest type of 
RAM) with up to 256Mb of onboard 
memory. For interface freaks, the 
machine should have 2 high speed 
serial/modem ports, 1 
SPP/ECP/EPP parallel port, 2 MIDI 
ports, 4 PCI expansion slots, 2 x 
software switchable internal Atari 
compatible cartridge port, 
DSP/Audio card upgradable to 
MC56001 standard, standard SVGA 
video enhanced memory control 
(up to 8Mb VRAM), SCSI and Ultra 
DMA IDE support, PC keyboard 
and serial mouse, all on an ATX 
style foot print motherboard! The 
68030 version of the machine is 
anticipated to cost about US$1500 
and the 68060 version about 
US$2500 less monitor. 


USA 

Hasbro to Acquire Atari Corp. 
from JTS (Source: Atari Gaming 
HQ) 


Since its acquisition of Atari Corp. 
in July of 1996, JTS had been 
conspicuously silent as to its 
intentions with the storied video 
and computer game company. 
While Activision had, until recently, 


Even though it looked like Atari Corp. was 
dead and buried (and certainly out of 
computers for several years), with a new 
owner who knows what will happen! 


been negotiating with JTS over a 
planned buyout of Atari, talks 
apparently broke off sometime late 
last year. 


Hasbro will be known to most of 
you as the company that brought 
us the 'Transformers' among other 
things and their deep pockets and 
its plans to become more involved 
in the video game industry, its 
purchase of Atari -- for a mere five 
million dollars -- makes sense. By 
acquiring Atari Corporation (not to 
be mistaken from Atari Games 
Corp., a subsidiary of Williams), it 
has acquired just about all of Atari's 
games, patents and technology. 
With it comes the possibility of 
tapping into Atari's massive back 
library of classic game titles for 
update on modern consoles and 
computers. And given Hasbro's 
sales success with its previous title, 


Frogger, and with the Atari brand 
and properties to use, it is likely that 
Hasbro will continue to bring back 
the oldies but goodies. 
Furthermore, it is not inconceivable 
that Atari's name may be used to 
launch a video game system 
(Project X?) for the next millenium, 
although it is a bit premature to 
speculate on Hasbro's plans for 
Atari at this point. 


According to the Form 8K JTS filed 
with the Securities and Exchange 
Commission: 


“On February 23, 1998, JTS 
Corporation (the “Company”) sold 
substantially all of the assets of the 
Company's Atari Division, 
consisting primarily of Atari home 
computer games and the 
intellectual property rights and 
license agreements associated with 
such games (the “Atari Assets”), to 
HIACXI, Corp. (“HIAC”), a 
wholly-owned subsidiary of Hasbro 
interactive, Inc., for $5,000,000 in 
cash. The purchase price was 
determined based upon 
arm's-length negotiations between 
the Company and HIAC. The Atari 
Assets were acquired by the 
Company in July1996 when the 
Company merged with Atari 
Corporation. There is no material 
relationship between HIAC and the 
Company, any of its affiliates, any 
director or officer of the Company, 
or any associate of any such 
director or officer.” 


Hasbro got all of Atari's hardware, 
this is obvious... 


“Atari Hardware Platforms” means 
the following hardware platforms: 
Atari 2600, 5200, 7800, Lynx 
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hand-held and Jaguar game 
system hardware, Atari 800, ST and 
Falcon 030 computer family 
hardware, TOS operating system, 
8-bit operating system, and 
Portfolio palmtop computer. 


They also have just about 
everything else... 


“Excluded Assets” means the 
following assets: 


These are things Hasbro does not 
get 

“excluding furniture, money, disk 
drives etc... and 

(f} Hardware embodying Intellectual 
Property (other than Seller's 
Intellectual Property) that is 
licensed from third Persons.” 


This is where the confusion is 
coming from, but if you look 
closely, it says... 


“Hasbro does not get Intellectual 
Property, that is licensed from third 
persons. - Of course Hasbro could 
not get any third person companies 
intellectual property.” 


But Hasbro DOES get... 
“Seller's Intellectual Property. “ 


So clearly Hasbro does get Atari's 
intellectual property. 

So what is intellectual property, you 
ask? 


“Intellectual Property” means any 
or all of the following and all 
statutory and/or common law rights 
throughout the world in, arising out 
of, or associated therewith: 


(i) all patents and applications 
therefore and all reissues, divisions, 
renewals, extensions, provisionals, 


continuations and 
continuations-in-part thereof; 

(ii) all inventions (whether 
patentable or not), invention 
disclosures and improvements, all 
trade secrets, proprietary 
information, know-how and 
technology; 

(iii) all works of authorship, “moral 
rights”, copyrights (including 
derivative works thereof), mask 
works, copyright and mask work 
registrations and applications; 

(iv) all industrial designs and any 
registrations and applications 
therefore; 

(v) all trade names, logos, 
trademarks and service marks, 
trademark and service mark 
registrations and applications 
together with the good will of the 
business symbolized by the names 
and the marks; 

(vi) all computer software including 
all source code, object code, 
firmware, development tools, files, 
records and data, all media on 
which any of the foregoing is 
recorded; 

(vii) Uniform Resource Locators, 
World Wide Web site addresses 
and domain names; 

(viii) any similar, corresponding or 
equivalent rights to any of the 
foregoing; 

(ix) all documentation related to any 
of the foregoing; and 

(x) all goodwill associated with any 
of the foregoing. 

“Key Marks” means each of the 
following marks: Atari, the Fuji logo, 
Asteroids, Battlezone, Breakout, 
Centipede, Combat, Crystal 
Castles, Millipede, Missile 
Command, Night Driver, Pong, 
Ultra Pong, Tempest, Warlords and 
Yar's Revenge. 


Atari Gaming Headquarters will be 


sure to keep you abreast on this 
historic event and we'll be reporting 
back to you 

when we hear comments from JTS, 
Hasbro and the SEC on this matter. 


USA 

JTS In Legal Trouble? (Source: 
Atari Gaming HQ) 

11/03/98 - Rumor has it that JTS 
officers are being investigated. 
Who's doing the investigating and 
for what reason are not known at 
this moment. Furthermore, A class 
action lawsuit on behalf of former 
Atari Corporation (ATC) 
stockholders who were 
bamboozled by JTS is in the works 
as well. We imagine this is the 
result of the agreement in 1996 
when JTS purchaed Atari that a 
“good faith effort” would be made 
to keep the Atari side of the 
company alive. Obviously, that 
didn't happen so naturally many 
stockholders are upset about this. 
You can be sure to hear more 
about this and other news 
surrounding Atari, JTS and Hasbro 
in the coming weeks ahead. 


Ed - So as you can see, it appears 
that Atari will live again, however 
how “alive” and innovative it will be 
depends on the new owners, but 
with the Tramiel's out of the picture, 
things are certainly more likely to 
succeed with the Atari name than in 
the past. 


Anthony Green 


Pe i 
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Review: 
MICROPROSE FORMULA 
ONE 
GRAND PRIX 


Have you ever wondered what it 
would be like to be one of those 26 
drivers, revving on the grid, waiting 
for the Green light to start you off 
on a mayhem of crashing of gears 
smoke, roaring engines and 
burning rubber? 


Well strap on your seat belt, 
because simulation specialists 
MicroProse and race-game veteran 
Geoff Crammond have teamed up 
to engineer the only complete 
Formula One simulation on the 
Atari! 


You've watched the Formula One 
Grand Prix season on television. 
You've followed the Championship 
battle and the duel between the 
world's top two dozen drivers. 
You've read the sports reports, the 
features in the glossies and gaped 
at glamorous lifestyle pictures in 
gossip magazines. But you've never 
known what it was like to strap 
yourself into that sleek cockpit, don 
the brightly coloured helmet and sit 
on the starting grid waiting for the 
green light to propel you into a full 
sixteen race Grand Prix season. 
Now you can take the wheel for the 
ultimate challenge to your driving 
skills! 


you will feel you are actually in the cockpit! 


Playing Microprose Formula One Grand Prix 


MicroProse Formula One Grand 
Prix leaves nothing to the 
imagination. The legendary Geoff 
Crammond, of 'Revs* and ‘Stunt 
Car Racer’ fame, has designed the 


simulation that puts you right in the | 


drivers seat. However, the 
simulation is not just about the 
races, it's an attempt to show the 
complex decisions that have to be 
made by teams when setting-up a 
car to race on a particular circuit. 
Can your car take more wing? 
Should you re-adjust the gear 
ratios? What about the rookie driver 
who has never actually drivena 
car? This simulation includes a 
Quickstart Learner's First Lesson 
that guides the Rookie through 
several laps of the famous Monza 
circuit. 


Unlike most racing games 
MicroProse Formula One Gran Prix 
is packed full of detailed scenery 
from the original 16 circuits. If you 
have time, you can admire the 
yacht in the harbour at Monaco or 
the dome at Mexico City! 
MicroProse Formula One Grand 
Prix gives you the complete racing 
driver experience from stormy start 
to fiery finish! 


This game was made in 1991 and is 
one of my favourite games. It really 
gives you a feeling that you are 
actually in the race. Of course, it will 
take you a while to adjust to the 
tricky handling and the blinding 
speed, but when you do you will be 
the fastest thing on four wheels. 
There are 16 international tracks 
in this simulation and all of them 
are created the same as the real 
thing. There are a couple of ways 
of playing this game: 
Practice mode; you can practice 
any track for as long as you want 
with no opponents. 
Non-championship race; Race on 
any track with opponents (a good 
way to practice when it is along 


Enjoy exciting duels with competing cars! 


race). And Championship Season; 
a full 16 race season where your 
team, and your points are tallied. 
Are you the fastest F1 driver in the 
world, find out!! 


THE MAIN MENU: 

Driver/team selection: 
In this menu you can choose your 
driver or team. You can even edit 
the driver and team names so you 
and your friends can participate in 
the main event. You can also 
choose how many players you 
want. From 0-32 players can play. 


Load or save game: 
You can save or load races and 
names from here. 


Race options: 
You can change the race distance, 
how many goes a player gets each 
lap and the opposition levels in this 
menu. 


Game options: 
In this menu you can change the 
difficulty of the game, the screen 
attributes, and other options that | 
can't remember. 


Practice track 
Non-championship race 
Championship season 


Disk Menu: 
Prepare disks and erase files here. 


Racing: 
There are a few options that you 
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can adjust during the race 
depending on the difficulty setting. 
Auto-brakes, Auto-gears, 
Self-righting spins, No damage, 
Gear selector and Best line. All of 
these can be turned on or off. 

When you are racing (without 
the, no-damage option on), your 
tyres will eventually wear down and 
will have to be replaced, you can 
do this by entering the pits at any 
time during a race, providing that 
your team mate is not in them. You 
can also fill up your petrol tank, 
adjust your wings and change your 
gear ratios. 


Well that's about all | can tell 
you at the moment about this 
excellent game. | will set up a 
machine with this on it at the May 
meeting. 


Graphics: 74% 
(+'s) Excellent polygon graphics on 


the cars and scenery, you can even 
see your helmet. 
(-'s) Not very detailed. 


Sound: 67% 
(+'s) Vrooooom, Vroooo00m, 
Screeeeeeeech. 

and so on. 

(-'s) Where is the music? 


Gameplay: 95% 
(+'s) Brilliant, not one boring 


moment in this game. 


Chailenge: 88% 
(+'s) Very hard and competitive. 


(-'s) Almost too hard. 


Overall: 91% 

A brilliant attempt at a racing sim, 
there is not a game that comes 
close to this for sheer excitement. 
Talk to Anthony about ordering it 
he may know how. 


Review: 


The 


Immortal 


Journey 
into the labyrinth 


The morning sun heats the 
jagged peaks as you follow the 
forgotten road down to the valley 
floor. The bleached ruins of great 
columned temples and towering 
citadels rise from the grassy plain 
like the bones of some colossal 
beast. This was the ancient city of 
Erinoch, destroyed by dragon's fire 
over 1000 years ago. Mordamir 
spoke often of this city...and the 
labyrinth below... 

Mordamir. You think back to the 
days when you were young and 
eager to learn, to the spells of 
sorcery. The old wizard Mordamir 
took you in and patiently taught you 
the arts of magic. He taught you 
how to read the runes and unleash 
their power. The power of charms 
and fire. He showed you the 
strength of steel and taught you to 
use you wizard's cunning. 
Mordamir was your master, your 
mentor. He was your guide of 
treacherous wizardry. He was your 
friend. 

Many years have passed since 
you last saw the old man. You 
assumed he was dead - that is, until 
a few nights ago, when he called to 
you in a dream. You woke with the 
uneasy feeling that Mordamir still 
lived - trapped in a bottomless 
cavern. And so you set out to 
unravel the secrets of the Immortal. 


drink the night before. The Immortal 
Journey is a game by Will Harvey 
and the Electronic Arts guys and is 
definitely worth the cash, but I'm 
not sure that you can get it any 
more. 

As you have probably gathered, 
the main idea of the game is to find 
your way to the bottom of the 
labyrinth and rescue the old guy, 
which sounds pretty simple until 
you actually start playing it. This 
game is extremely hard and visually 
astonishing. You must battle your 
way through goblins, trolls, gigantic 
red-back spiders and dragons. 
This is going to take you a while to 
finish and will keep thinking all the 
way until you finish it. If you like 
reading books by J.R.R Tolkien 
then you will love this game. 

This game doesn't have any 
options to toggle around with so it 
is very easy to get into. Definitely 
my favourite fantasy game. | will 
probably show this game in the 
May meeting when | have my 
demo. 
Graphics: 89% 
(+'s) Extremely detailed and 
realistic. 

It really makes you think your inside 
the game. 

(-'s) It runs pretty slowly, even ona 
4 meg ST/E. 


The Immortal features some of the most 
beautifully crafted graphics you are ever 
likely to see in an ST game, awesome stuff! 


Julian McDermott 


So! There you have it. The story 


of an old guy who had too much to 
(ee ee ee eee SSS SSS SSS eae 
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Sound: 75% 
(+'s) Very eerie and freaky 
soundtrack. 

(-'s) You can't really tell when you 
get hit by an enemy. Your only clue 


is a cloud of glittery stuff. 


Gameplay: 89% 
(+'s) Great to play, but gets a little 


scary 

when trolls jump out of nowhere 
and smack you around with a big 
mace. Also has a very good 
atmosphere to the game. 


Challenge: 94% 
(+'s) If you think you can just pick 
up your joy-stick and finish it off in a 
few days then you better think 
again. | have had this game 

for about 6 months and I'm only on 
level 2. 


Overall: 91% 
(+'s) An extremely good game 
which will have you thinking for 
ages (not recommended for 
Sasha). It is also very large and has 
a tonne of hard puzzles for you to 
overcome. | will try to find out if you 
can order it still. If you can then 

get it. 


Julian McDermott 


The Immortal is a game that features a 
massive number of monsters and things to 
do. It will keep you occupied for a very long 
time! 


STOP PRESS! 


Always wanting to bring you the 
latest in Atari news, here is some 
brand new stuff that we are able to 
slip in just before we put this issue 
to the press. 


More E-mail client updates! 


Even though just about every e-mail 
client for the Atari has been 
updated this month, we are now 
able to tell you that MyMail 0.55 is 
now available to the public. 


Here are some of the following new 
features: 
@ Added popupmenu for folowing 
actions: 

Mark all as read 

Mark all read as deleted 

Mark all as deleted 

Goto next new mail 
@ Added new keyboard functions in 
the editor 
@ All depacking of mail will be done 
to a folder named attach placed in 
the program folder. 
@ Fixed problems related to some 
MTAs when sending mail. (MTA = 
Mail Transfer Agent) 
@ If MINT is used the erase process 
of mail are running in a thread from 
now. 
@ Faster depacking of base64 and 
uuencoded fileattachments. 


More movies for M-Player! 


M-Piayer is the premier movie 
player for Atari compatible 
computers. 


It's a Quick Time and AVI player 
with sound, and a FLI/FLC/FLH, 
SEQ, PI1+DLT, FLM, DL, GIF, 
CDH, CDL,CDV player. 


It can also CREATE Quick Time 
files (Images & sound), 
QuickTime VR/1 files (Interactive 
Video) or AVI files (Images & 
sound) or FLM files (Images & 
sound) or GIF animated files 
(without sound) 


As you can see for yourself it is 
pretty much the universal player for 
all machines, colour and mono! 


M-Player 2.83 is the current release 
and is downloadable directly from 
the Fujination WWW page for both 
the ST/STE and TT/Falcon/Hades. 


Some new features in recent 
versions are: 

@ “R” button (repeat) to loop 
animations (every animation 
including MOV and AVI). 

® faster YAMAHA routine on 
HADES 

@ more MOV supported: those 
with a ‘skip’ section. 

® QuickTime VR/1 supported! 

@ MOV Create: can output VR/1 
files. 

® QuickTime VR/1 animated 
(several images per cell) 

- can be read 

- can be generated 

® FLI/FLC/FLH: as some FLI 
compressors output a bad file size: 
M_Player tolerates now a little 
difference and so accepts more 
animations. 

@ QT VR: movements with mouse 
or keyboard 

@ Perspective effect with VR2 
(linear effect, not spherical, 
sorry...) 

@ TT without graphic card: VR2 
supported (and fast!) 

@ QT VR/2: more animations 
supported 

@ CVID: frames with bad encoding 
are skipped (they use to hang the 
system before...) 
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